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PLEASE CAREFULLY READ THE Wii™ OPERATIONS MANUAL COMPLETELY BEFORE USING YOUR 
Wii HARDWARE SYSTEM, GAME DISC OR ACCESSORY. THIS MANUAL CONTAINS IMPORTANT 
HEALTH AND SAFETY INFORMATION. 


IMPORTANT SAFETY INFORMATION: READ THE FOLLOWING WARNINGS BEFORE YOU OR 
YOUR CHILD PLAY VIDEO GAMES. 


| AA WARNING - Seizures “ - Seizures 


e Some people (about 1 in 4000) may have seizures or blackouts triggered by light flashes or 
patterns, and this may occur while they are watching TV or playing video games, even if they have 
never had a seizure before. 

e Anyone who has had a seizure, loss of awareness, or other symptom linked to an epileptic 
condition should consult a doctor before playing a video game. 

e Parents should watch their children play video games. Stop playing and consult a doctor if you or 
your child has any of the following symptoms: 


Convulsions Eye or muscle twitching Altered vision 
Loss of awareness Involuntarymovements Disorientation 


@ To reduce the likelihood of a seizure when playing video games: 
1. Sit or stand as far from the screen as possible. 
2. Play video games on the smallest available television screen. 
3. Do not play if you are tired or need sleep. 
4. Play in a well-lit room. 
5. Take a 10 to 15 minute break every hour. 


A WARNING - Repetitive Motion Injuries and Eyestrain 





Playing video games can make your muscles, joints, skin or eyes hurt. Follow these instructions to 
avoid problems such as tendinitis, carpal tunnel syndrome, skin irritation or eyestrain: 


e Avoid excessive play. Parents should monitor their children for appropriate play. 

e Take a 10 to 15 minute break every hour, even if you don't think you need it. 

e if your hands, wrists, arms or eyes become tired or sore while playing, or if you feel symptoms such 
as tingling, numbness, burning or stiffness, stop and rest for several hours before playing again. 

® If you continue to have any of the above symptoms or other discomfort during or after 
play, stop playing and see a doctor. 


| AX CAUTION - Motion Sickness CAUTION - Motion Sickness 


Playing video games can cause motion sickness in some players. If you or your child feel dizzy or 
nauseous when playing video games, stop playing and rest. Do not drive or engage in other 
demanding activity until you feel better. 


Oca VR Ze UU Ve) This Nintendo game is not designed for use with 
any unauthorized device. Use of any such device will invalidate your Nintendo product warranty. 
Copying of any Nintendo game is illegal and is strictly prohibited by domestic and international 
intellectual property laws. “Back-up” or “archival” copies are not authorized and are not necessary to 


protect your software. Violators will be prosecuted. aad 













aa The Official Seal is your assurance that this product is licensed or manufactured by 
Nintendo. Always look for this seal when buying video game systems, accessories, 
sans games and related products. 


Licensed by Nintendo 


Ee 


EVERYONE Nintendo, Wii and the Official Seal are trademarks of Nintendo. © 2006 Nintendo. 
® 
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AX CAUTION: WRIST STRAP USE 

Please use the wrist strap to help prevent injury to other people or damage fo 
surrounding objects or the Wii Remote in case you accidentally let go of the Wii Remote 
during game play. 

Also remember the following: 

e Make sure all players put on the wrist strap properly when it is their turn. 

© Do not let go of the Wii Remote during game play. 

¢ Dry your hands if they become moist. 


¢ Allow adequate room around you during game play and make sure that all 
areas you might move into are clear of other people and objects. 


¢ Stay at least three feet from the television. 
e Use the Wii Remote Jacket. 


SYSTEM MENU UPDATE 

Please note that when first loading the Game Disc into the Wii 
console, the Wii will check if you have the latest system menu, 
and if necessary a Wii system update screen will appear. Press 
OK to proceed. 
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Tournament Pool is the most authentic recreation of the sport ever to hit the platfor 
Step into the pool hall and take on 8- Ball, 9-Ball, 3-Ball, Snooker, Rotation, Billiards 
and British Bar Billiards. The Cue is in your hands with motion-sensitive Wii remote 
controls. Hone your skills with Practice Mode, jump right into Quick Play Mode, or build 
the ultimate pool player in Tournament Mode. As you win, you will unlock Skill Points. | 
that can be used to upgrade your player. Do you have what it takes to rise through the 
ranks of the pros and become the greatest pool player ever? 3 
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GENERAL CONTROLS 
There are two main in-game modes that you will be using while playing Tournament 


Pool: Walk Mode and Shot Mode. Walk mode is used to set your position around the 
table. Shot Mode is used to aim and take shots. 


Walk Mode 

At any time, hit the B Button to switch to Walk Mode and adjust your player’s position 
around the table. While in Walk Mode, Press and hold the B Button to bring up 
directional arrows and point with the Wii Remote to move around the table. You can 
fine-tune your angle and position with the + Control Pad. Press the A Button to switch 
to Shot Mode. 


Walk Mode Overview: 

e Set your distance from the table by pressing Up or Down on the +Control Pad. 

e Move around table by holding the B Button and moving the pointer left or right. 

e Moving around the table can be done without holding down the B Button. 

e Raise and lower the camera view by holding the B Button and moving the pointer 
up or down. 

e Move the pointer over Cue Ball and press the A Button to pick it up. Position the 
Cue Ball with the + Control Pad. Drop the Cue Ball with the B Button. 

e Enter Shot Mode by pressing the A Button. 


Shot Mode Basics 

Once you’ve lined up your shot in Walk Mode, enter Shot Mode. Here you can use the 
aiming and positional aids to set up even the most difficult shots. Move the cursor 
over a ball and press the A Button to choose a Target Ball. The camera will snap to a 
position that will allow you to take a shot at your Target Ball. You will see two lines 
projecting from your Target Ball. These lines are the Aiming Aid. The Orange line is 
a the projected path of your Target Ball. The White line is the projected path of your Cue 
a Ball. You can fine-tune your aim with the + Control Pad, so make sure you set yourself 
up for another good shot! See p. 7 for more on the Aiming Aid. 








While in Shot mode, you can also set your Spin, adjust the angle of your Cue for 
Jump Shots, take practice shots and, of course, take your shot! See the Shot Mode 
Advanced Techniques section on the next page for more. 





| Taking Your Shot 




















Once you've chosen your Target Ball and your angle, it’s time to take your shot! To 
take a practice shot, pull the Wii Remote backwards and push forward. This is called 
the Cueing Motion. The power of your shot is determined by how quickly you perform 
the Cueing Motion and how large the movement is. A slow, small Motion will result in 
a tiny tap. A fast, deep Motion will result in you putting lots of power into your shot! 
The amount of power in your practice shot will be displayed in the Power Meter (the 
Cue Ball icon in the top left corner of the screen). The more the line around the Cue 
Ball fills up, the more powerful your shot will be. 


When you are done practicing your shot, press and hold the B Button and perform the 
Cueing Motion. Make sure not to let go of the B Button during your shot! 


Shot Mode Basics Overview: 

e Enter Shot mode by pressing the A Button. 

e Fine-tune your aim by pressing left and right on the +Control Pad. 

e The Orange line is the projected path of your Target Ball. The White line is the 
projected path of the Cue Ball. 

e Pull the Wii Remote back and push forward to practice your shot. To take your shot, 
hold down the B Button and perform the Cueing Motion. 


Shot Mode Advanced Techniques 
Pool is much more complex than simply hitting a ball as hard as you can. Professional pool 
players rely on Spin, Jump Shots and other advanced techniques to take their game to the 
next level. Tournament Pool allows players to utilize every technique that the pros use! : 


Setting Spin 
Select the Cue Ball icon with the pointer to put Spin on the ball. Where you hit the Cue 
Ball determines the type and amount of Spin you put on your shot, and you can adjust 
where you hit the ball with either the cursor or the + Control Pad. See p. 7 & 8 for 
more on the different types of Spin. 


Once you have selected where you’d like to strike the Cue Ball, hit the Confirm button 
below the Cue Ball icon. Or, if you’d like to cancel your adjustments, hit the Reset 
button. By default, your Cue Stick will strike the Cue Ball in its center. 
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Set Cue Angle 
A Jump Shot (hitting the Cue Ball so it leaps over an obstructing ball to hit your 
desired Target Ball) is performed by striking the Cue Ball right where it meets the table 
with the Cue angled upwards. You can adjust the angle of your Cue Stick by selecting 
the purple section of the Cue Ball Icon in the top left corner of the screen. Press up 
~and down on the + Control Pad to increase and decrease the angle of your Cue Stick. 


Once you have selected your Cue Angle, hit the Confirm button below the Cue Ball 
icon. Or, if you’d like to cancel your adjustments, hit the Reset button. By default, your 
Cue Angle is parallel to the table surface. 


Changing the angle of your Cue Stick can also be useful for applying certain types of 
Spin. See p. 7 & 8 for more on Spin. 


Sometimes you will find it beneficial to see the whole table when lining up a shot. 
While in Shot Mode, press the 1 Button to enter the Top Down View. Standard Shot 
Mode controls apply in Top Down View. Press the 1 Button to exit Top Down View. 


Using Rests 

If you can’t play the shot you’ve set up without a rest, the game will select one for you 
automatically. You can move your rest with the + Control Pad and fine-tune your Rest 
positioning by holding the B Button and using the + Control Pad. 


lf a shot cannot be played even with a rest, the Impossible Shot icon will appear. You 
will have to experiment with different Cue Elevations or Spin setting to make the shot 
playable. The use of rests typically reduces the accuracy of your shot. Try to play for 
position so that the rest is rarely required. 


Calling Your Shot 

_ Press the — Button to call a ball or a pocket. Use the + Control Pad to select a ball, and 
confirm your choice with the A Button. You can also use the + Control Pad to select a 
pocket and confirm your selection with the A Button. 





an Shot Mode Advanced Overview: 
e Set Spin with the Cue Ball icon on the top left of the screen. Confirm or reset Spin 
hi with the buttons underneath the Cue Ball icon. 
| . Select the purple section of the Cue Ball icon to set your Cue Angle. Confirm or 
‘ 3 reset Cue Angle with the buttons underneath the Cue Ball icon. 
| “The + Control Pad is ieee to ee Cue Angle and Spin. 
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e Press the 1 Button to enter Top Down View. Press the 1 Button again to exit. 

e Move Rests with the + Control Pad. Fine Tune your aim with a Rest by holding the — 
B Button and using the + Control Pad. 

e Press the — Button to call a pocket or a ball. Select the pocket or ball with the + 
Control Pad, then confirm with the A Button. 





The Aiming Aid and Positional Aid 

As you target a ball on the table, the Aiming Aid demonstrates what is likely to happen 
to both the Cue Ball and the Target Ball including the estimated finishing area of the 
Cue Ball after the initial impact on a Target Ball or cushion. The white arrows show the 
path of the Cue Ball, while the orange arrows show the path of the Target Ball. 


lf the outcome of the shot is difficult to predict due to extreme Spin or Cue Angle, 
the Aiming Aid will only display the path that the Cue Ball will take immediately after “| 
being struck. The more difficult the shot, the shorter the lines of the Aiming Aid will be. 
As you advance through your career and your statistics improve, you will be able to 
improve the accuracy of the Aiming Aid. 


Super Aiming Aid 

Players can choose to activate the Super Aiming Aid if they would like a little help with 
their game. The Super Aiming Aid does not change based on the difficulty of the shot. 
If you choose to play a game with the Super Aiming Aid activated, you will not gain 
Skill Points for that game. Turn Super Aiming Aid on in the options menu. — 


The Positional Aid 

The Positional Aid (the dark circle on the table surface) shows the estimated ending 
position of the Cue Ball after the shot has been taken. As you increase the power of 
your shot, the area of the circle will increase, making it harder for you to judge the 
final position of the Cue Ball. The Positional Aid does not take into account secondary | | 
impacts with other balls after the initial impact with the Target Ball. 


SPIN 


Spin, also called English, is achieved by striking the Cue Ball off- peter and affects the 
way the Cue Ball behaves. The further from the center the Cue Ball is struck, the more i 
ene ee ball. | 
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choose the Confirm button. Selecting the Reset button will remove any alterations to 
Spin that you made and take you back to Shot Mode. 


Be careful when applying excessive Spin to your shot — it can produce uncertain 
results. Combinations of different Spin types will produce different results. 


Types of Spin 


TOP SPIN: Strike above the center of the Cue Ball to keep it rolling after striking your 
Target Ball. The higher you aim, the more the Cue Ball will roll on. 


SCREW SPIN: Aim low to apply Screw Spin. If properly applied, the Cue Ball will roll 
backwards after impact. 


SIDE SPIN: Aim left or right of the center of the Cue Ball to add Side Spin. Side Spin 
can make the Cue Ball travel in an arc rather than a straight line. 


ADVANCED SHOTS 


Stun Shot 

To play a Stun Shot, strike the Cue Ball hard just below center. This will make the Cue 
Ball skid across the table rather than rolling. Most of the Cue Ball’s energy will be 
transferred to the Target Ball at impact, sending the Target Ball off at high speed and 
bringing the Cue Ball to a dead stop. 


Swerve Shot 

The Swerve Shot (or “masse”) is one of the most useful skills in the advanced player's 
arsenal. It causes the Cue Ball to travel in an arc across the table rather than in a 

straight line. To play a Swerve, set a high Cue Angle and add plenty of Side Spin in the 
direction that you want the path of the Cue Ball to bend. © 


Jump Shot | 
The Jump Shot is used when a player is unable to reach the intended Target Ball with *) 
a Swerve Shot. To play a Jump Shot, strike the Cue Ball hard with a high Cue Angle 
applied. While using a Jump Shot is a useful and dramatic way to free yourself from 
an awkward position in pool games, the jump shot is illegal in Snooker. 





















GAME : MODES 


NOTE: You may only have one Pool season of any type at a time per profile. staring a new 
season will overwrite a season already in progress. 


9 Ball Season , 
Compete in a season of 9 Ball tournaments. If you fail to qualify, or lose a tournament, you will 
be given three additional attempts to advance. 


8 Ball Season 
Compete in a season of 8 Ball tournaments. If you fail to qualify, or lose a tournament, you will 
be given three additional attempts to advance. 


All American Cup 
The All American Cup is a one-time 8 ball or 9 ball event, which is unlocked by finishing one 
of the tournaments. If you fail to beat an opponent at any level of the competition, you will be 
knocked out and will have to start again at the beginning of the tournament. | 


Versus 
Play a match of Pool, Snooker or Billiards against a human or Al player. Playing Season Mod : 
unlocks additional venues for uses in Versus Mode. 


Practice 
There are four different options in Practice Mode that will help you improve your skills. Compl 
challenges in Practice Mode awards Skill Points that can be used to improve your player. 


e Coaching: Try your hand at an extensive list of tutorials designed to test and improve © 
every aspect of your game. 

e Free Play: Practice 8 Ball, 9 Ball or Snooker. During this mode you have a permanent 
free ball, enabling you to set up your own shots. ena 

e Challenges: Try to complete a number of different challenges. 

e Trick Shots: Complete the difficult trick shots to really show off your skills! 


Quick Play 
Pi Be into a game of 9 Ball, 8 Ball, 3 Ball, Pate or Bar Billiards against an Al opponent. 























HE DRELCING ROOM a“ 4 begat brea You must nee ball or drive four balls to the rai to avoid a fo 
mi Legal Shot: You must always strike a ball from your own group first to avoid a ( it 


i : ue ; no ball is pocketed, a Target Ball or the Cue Ball after striking a Target Ball must be — 


Selecting Profile from the main menu will take you to your own private dressing room. driven to the rail to avoid a foul. Any scratch also results in a foul. 


From here you can manage your save/load options, change your appearance, show 
off your trophies, or browse through the promotional materials and media articles you 
have unlocked. 








Continuing Play: You will continue playing after every ball legally pocketed. Otherwise, 
play passes to your opponent. 





Career Foul Penalties: Opponent gets ball-in-hand. 


Tournament Pool follows your career as a pro player from beginning to end. 
Special Foul Penalties: Pocketing the 8 Ball while you still have Target Balls on the 


Career menu table will cause you to instantly lose the game, except on the break. If the 8 Ball is 
pocketed on the break, it will be returned to the table. Scratching or fouling while 
pocketing the 8 Ball also causes you to instantly lose the game. 


9 BALL i ee 
Object of the Game: The Cue Ball must always strike the lowest numbered ball on be 


the table before striking any other balls, but you may use the lowest ball to pocket any 
other ball on the table. You win by pocketing the nine ball with a legal shot. 


Take a look at your career at anytime by selecting Career on the Profile Menu. 


Game Progress: Check your progress through the game. 

e Player Statistics: View extensive statistics about your career performance. i 
Your player’s nickname will be based on these statistics. | 

e Media Articles: View the newspaper headlines about your career. ie! 

e Promotions: Browse the endorsements you receive throughout the game. 


Unlockables Legal Break: You must strike the 1-ball first and pocket any Target st or drive four 


Play through the game to unlock a range of bonuses including cues, players, trophies, Target Balls to the rail to avoid a foul. 


locations, promotional materials, and bonus game modes! Lai 
Legal Shot: You must always strike the lowest numbered ball on the table first to 


The Rules of Tournament Pool avoid a foul, but you may use the lowest ball to pocket any other ball on the table. Ifno 
ball is pocketed, a Target Ball or the Cue Ball after striking a Target Ball must be driven " a 
to the rail to avoid a foul. Any scratch also results in a foul. aah 





Tournament Pool features several game types, including 8-Ball, 9-Ball, Rotation, 
| Billiards, British Bar Billiards, Snooker and Snooker Plus. 








8 BALL Continuing Play: You may continue playing after each ball is legally pocketed. If you | 


Object of the Game: You must pocket all balls of either solids (spots) or stripes. fail to legally pocket a ball, play passes to your opponent. Hit i 4 
Solids are the balls numbered 1-7, while stripes are numbered 9-15. After you have 


pocketed all of your Target Balls, you must then pocket the 8 Ball to win the game. 


Foul Penalties: Opponent gets ball-in-hand. 





ty a oa Solids or Stripes: The Target Ball group you will be assigned is not 
| - determined on the break. The first ball pocketed after the break determines your 
- Target Ball group p (solids or =i pee, 
















OTATION 


Object of the Game: Pocket balls to score more points than your opponent. 


Scoring: Each ball has a point value equal to its number (1-15). The first player 
| to reach 61 points wins the game. In the event of a 60-60 tie, the last player to 
i ‘successfully pocket a ball wins the game 





Legal Break: You must strike the 1-ball first. 


Legal Shot: You must always strike the lowest numbered ball on the table first to 
avoid a foul, but you may use the lowest ball to pocket any other ball on the table. If 
no ball is pocketed, a Target Ball or the Cue Ball after striking a Target Ball must be 
driven to the rail to avoid a foul. Any scratch also results in a foul. 


Continuing Play: You may continue playing after each ball is legally pocketed. If you 
fail to legally pocket a ball, play passes to your opponent. 


Foul Penalties: Opponent gets ball-in-hand behind the head string. There are no 
point penalties. 














Special Foul Penalties: Three consecutive fouls result in loss of game. 


GNOOKER/SNOOKER PLUS 

Object of the Game: Snooker is played with fifteen solid red, unnumbered Target 
Balls (called reds), six unnumbered Target Balls of other colors (called colors) and a 
Cue Ball (white ball). The aim of snooker is to pocket the balls and score a greater 

_ number of points than the opponent. Point values for Target Balls: red-1, yellow-2, 

: aie green-3, brown-4, blue-5, pink-6, black-7. Snooker Plus adds an orange ball (worth 8 

i points) and a purple ball (worth 10 points). The following rules apply to both Snooker 

m and Snooker Plus. 


i Legal Break: Snooker begins with the Cue Ball in hand in the Half Circle. The starting 
player can place the Cue Ball anywhere inside the Half Circle. 


a Legal Shot: A player who gets the right to strike must hit a red ball first. Each shot 
has to be completed in 60 seconds, otherwise a foul is called. 


Chee 










A strike on a red ball is legal when: 
e The white ball is not potted. 

e The white ball hits a red ball first. 
e Only red balls are potted. 


Otherwise the strike is a foul. 


After a legal strike on a red ball: 

e lf no red ball is potted, play passes to the opposing player. 

e When a red ball is potted then the player gets as many points as the number of red 
balls he has potted. The striker’s next legal target is a colored snooker ball. 


After successfully potting red balls, the player must target colored balls. 


A strike on a colored ball is legal when: 

e The white ball is not potted. 

e One of the colored balls must be hit by the white ball first, if there are still 
red balls on the table. 

e |f there are no more red balls on the table, then the colored ball with the 
lowest point must be hit first. | 

¢ Only the colored ball that was hit first by the white ball can be potted. 


iti 


ail . 


Otherwise the strike is a foul. 


After a legal strike on a colored ball: | 

e If no ball is potted, play passes to the opposing player. 

e lf acolored ball is potted, the player is awarded the point value of the potted 
colored ball. The striker’s next legal target is a red ball. If there are no more red 
balls on the table, the next legal object is the colored ball with the lowe 


eee: 


st points. 


Continuing Play: The game concludes when the only ball left on the table is the black 
tted by the next legal shot. | 
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- Foul Penalties: If a foul is made, the other player gets penalty points: 

e 4 points if the white ball is potted. 

e 4 points if time limit is exceeded (60 seconds/shot). 

e {f the white ball hits an illegal target, the value of this ball is awarded 


to the opposing player. 
e {fan illegal ball is potted, then the value of this ball is awarded to the 
Opposing player. 


If multiple fouls are made on the same play, the opposing player is awarded the foul 
points of the highest value. 


Penalty points have a minimal value of 4. 


After committing a foul the opposing player may: 
e Play the ball(s) as they lie. 
e Pass the shot and let the offending player shoot again. 


3 BALL RULES 


Object of the Game: Three-Ball is played with three Target Balls numbered one 
through three and a Cue Ball. The players take turns to pot all three balls in as few 
shots as possible. If a player misses a pot, they stay on the table until all of the balls 
are potted. After a miss, the player must shoot from the position left on the previous 
shot. Players are not required to call any shot. Jump shots are allowed. A match ends 
when one of the players has potted all three balls in fewer shots than their opponent. 


Legal Break: The rules governing the break shot are the same as for other shots except: 


e The breaker may strike any ball first. 

If the Cue Ball is pocketed or driven off the table, it will be placed behind the 
head string. 

lf on the break shot, the breaker causes a Target Ball to jump off the table, 

it is a foul and it is replaced on the table. 


Continuing Play: The game ends when each player has potted all of the balls, and 
one of the players has used fewer shots than their opponent. If the two players use 
the same number of shots to clear the balls, another pair of frames will be played until 
there is a difference in the number of shots used. 





End of Game: The game is won when the last ball is legally potted. A player who 
commits three fouls in three consecutive visits to the table will forfeit the frame. 


BRITISH BAR BILLIARDS 


Object of the Game: The object of British Bar Billiards is to score as many points as 
possible with a set of 7 white balls and one red ball. These balls will be constantly 
returned to play over the course of the game. Skittles (pegs) are placed on the table 
as obstacles and count as fouls if struck. The player with the most points when time 
runs out is the winner. 


Legal Break: The first player places one of the 7 white balls anywhere on the balk line. 
A second ball is placed on the table a few inches in front of the first. If the player pockets 
the second ball by hitting it with the first, another ball is added and his turn continues. 


Continuing Play: Any ball on the table is a legal target ball. Each player continues by 
taking a white ball from the ball tray and playing from balk as described above, until 
they fail to score or they commit a foul. 


The points for each hole on the table are as follows: 


e The holes across the top of the table at the far end are valued (from left to right) 
10; ‘20, 30,20, 10: 

e The hole in the middle of the table between the two red skittles is valued 100. 

e The holes on the left and right of the table in front of the red skittles are 
both valued 50. 

e The hole behind the black skittle is valued 200. 

e The red ball is worth double the points when pocketed. 





Foul Penalties: If a player fails to score or commits a foul that player’s turn ends. 


Disturbing a red skittle ends the player’s turn, but the player retains any points earned 
before the foul. Disturbing the black skittle ends the player’s turn and resets their 

points to zero. If any ball remains behind the balk line when all the balls have come to 
rest, the paver py ends. 


Sinking a a Ball without pe a nen al ends the player s turn. 
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number of frames. 





Red ball: 3 

e Opponent’s Cue ball: 2 
e Player’s own Cue ball: 2 
e  Acannon shot (Cue ball hits both other balls): 2 
e Both the red ball and the player’s own Cue ball: 5 
e Both the red ball and the opponent’s Cue ball: 9 
e —_ Both Cue balls: 6 


























































player’s turn to end. 


A player’s turn continues until he reaches the score limit or he commits a foul. 


Foul Penalties: A foul has been committed if the Cue ball fails to make contact with, Gy 3 
the object ball, leaves the table, or is jumped over a Target ball. Two points are added 
to the opponent’s score if a foul is committed. Committing a foul also causes the a 
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2008 Pool Commentary 
Additions 


Kimberley Webster oie i | SYNCHRONIZING ADDITIONAL Wii™ REMOTES. 





Development Manager | meee Resynchronize your additional controllers. To do this, 
Gary Leach make sure you are in the game and have a good set of 

batteries in the Wii Remote you would like to sync up. 
Administration 


: 1. Open the SD Card Slot cover on the front of 
Alison Kemp 


the Wii console and locate the red SYNC button. 


Cameras Co-Directors ! 2. Remove the battery cover on the back of the 
Chris Parry Debbie Jones | Wii Remote you want to sync up, and locate the 
Andy Jones Peter Jones red SYNC button there. 
Pete Daniels 4 : 
Ming Tregonning : 3. Press and release the SYNC button on the Wii 
Rian Walters | : console, then press and release the SYNC button 
the back of the Wii Remote you are syncing. 


i: ara Malcolm Zz am 6 4. When the player LEDs stop blinking, the LED 
on am- { 


that remains lit indicates the player number. If 
the lights blink but none of them stay steady, 


Design restart your Wii and try the process again. 


~ Jon Oldham-Malcolm 
Rob Hewson : a “ e ” spay 
Mike Northeast ian me i |, Se ‘TECHN NIC L SUPPORT _ ra 
Chris Parry | Pe os, a 
Peter Gomer i aa _ | For questions about this game, call the technical 
Andy Jones | q | support desk, M-F (except holidays), 10 a.m. to 6 p.m. 
| CST (Central Standard Time). 


Telephone #: 763-231-8055 
email: support@destineerstudios.com 


Please call during the technical support hours. 
Technical support is for North America only. 


j [10 OUR VALUED CUSTOMERS 


If you have concerns about this product, please 
inquire at our customer consultation center. Please 
include your name, address, and telephone number. 











OA Lead 
Nelson de Gouvela 


Destineer Customer Service 
13755 First Ave. N, Suite 500 
A 2uR EBA 


MANUFACTURI Tee 


The planning, production, and preparation of this 
product is done with great care, but as the contents are 
very sophisticated, it is possible for problems to arise. 
In the event that a malfunction should occur, please 
contact our consultation center. 
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CAREFULLY. BY USING THIS SOFTWARE, YOU ARE AGREEING TO BE BOUND BY THE TERMS OF 
.IF YOU DO NOT AGREE TO THESE TERMS, PROMPTLY RETURN THE PRODUCT IN ITS PACKAGING 
CE WHERE YOU OBTAINED IT. 
ense. The software game disc(s), cartridge, Game Card, or Game Pak accompanying this license (the “Soft- 
id the related documentation are licensed to you by us (“Destineer” ) and are subject to this license. You 
elete the copyright notices or any other proprietary legends on the original copy of the Software. You. 
oftware will not be shipped, transferred or exported into any country in violation of the U.S. Export 
ation Act (or any other law governing such matters) by you or anyone at your direction and that will not 
e and will not authorize anyone to utilize, in any other manner, the Software in violation of any applicable law. 
Software may not be downloaded or otherwise exported or reexported into (or to a national or resident of) 
ountry to which the U.S. has embargoed goods or to anyone or into any country who/which are prohibited 
plicable law, from receiving such property. 
strictions. The Software contains copyrighted material, trade secrets and other proprietary material. You 
may not decompile, modify, reverse engineer, publicly display, prepare derivative works based on the Software, 
assemble or otherwise reproduce the Software. You may not rent, sell, lease, sublicense or distribute the 
_ Software. You may not offer the Software on a pay-per-play basis or otherwise commercially exploit the Software 
or use the Software for any commercial purpose. You may not electronically transmit the Software from one 
;omputer to another or over a network. 
. Termination. This license is effective until terminated. You may terminate this license at any time by destroying 
Software and related documentation. This license will terminate immediately without notice from us if you 
ail to comply with any provision of this license. Upon termination, you must destroy the Software and related 


4. Disclaimer of Warranty on Software. You are aware and agree that use of the Software and the media on 
which it is recorded is at your sole risk. The Software, related documentation and the media are provided “AS 
1S". Unless otherwise provided by applicable law, Destineer Publishing Corp. (“Destineer”) warrants to the 
_ original purchaser of this product that the Software storage medium will be free from defects in material and 

yrkmanship under normal use for ninety (90) days from the date of purchase. This warranty is void if the defect 
has arisen through accident, abuse, neglect or misapplication. DESTINEER EXPRESSLY DISCLAIMS ALL OTHER 
NARRANTIES, EXPRESS OR IMPLIED, INCLUDING BUT NOT LIMITED TO, THE IMPLIED WARRANTIES OF MER- 


.NY WAY INCREASE THE SCOPE OF THIS WARRANTY. SOME JURISDICTIONS DO NOT ALLOW THE EXCLUSION 
OF IMPLIED WARRANTIES, SO THE ABOVE EXCLUSIONS MAY NOT APPLY TO YOU. 

Limitation of Liability. UNDER NO CIRCUMSTANCES, INCLUDING NEGLIGENCE, SHALL DESTINEER OR ANY 

OF ITS OFFICERS, EMPLOYEES, DIRECTORS, AGENTS, LICENSORS, LICENSEES, SUBLICENSEE OR ASSIGNS BE 


a 


ABILITY TO USE THE SOFTWARE OR RELATED DOCUMENTATION, EVEN IF SUCH PARTIES HAVE BEEN AD- 
SED OF THE POSSIBILITY OF THOSE DAMAGES. SOME JURISDICTIONS DO NOT ALLOW THE LIMITATION OR 
CLUSION OF LIABILITY FOR INCIDENTAL OR CONSEQUENTIAL DAMAGES SO THE ABOVE LIMITATION OR EX- 
USION MAY NOT APPLY TO YOU. In no event shall our total liability to you for all damages, losses, and causes 
of action (whether in contract, tort or otherwise) exceed the amount paid by you for the Software. 
6. Controlling Law, Merger and Severability. This license constitutes the entire agreement between the parties 
vith respect to the use of the Software and the related documentation and shall be governed by Minnesota law. 
Should any portion of this license be held void, illegal or otherwise unenforceable, such portion shall be severed 
from the license and the remainder of the license shall be enforced to the maximum extent possible. 
Copyright. The Software and all copyrights, trademarks and all other conceivable intellectual property rights 
ated to the Software are owned by Destineer Publishing Corp., or its licensors and are protected by United 
States copyright laws, international treaty provisions and all applicable law, such as the Lanham Act. You must 
treat the Software like any other copyrighted material, as required by 17 U.S.C. section 101 et seq. and other ap- 
a2 plicable law. You agree that you are receiving a copy of the Software by license only and not by sale and that the 


“first sale” doctrine of 17 U.S.C. section 109 does not apply to your receipt or use of the Software. 


Please do not make unauthorized copies. The program you ‘ve purchased was produced through the efforts of 
many people who earn their livelihood from its lawful use. Don’t make copies for others who have not paid for the 
right to use it. To report copyright violations to the Software Publishers Association, call 1-800-388-PIR8 or write: 
_ Software Publishers Association, 1101 Connecticut Ave.., Suite 901, NW, Washington, DC 20036 
This program is protected by United States federal and international copyright laws. 
All trademarks mentioned in this manual are property of their respeuave owners. 

\ OT DISTRI UTE HIS VERSION OF THE SC 
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